























EM GUSH: Loading Instructions 

IBM PC: Boot your system in the usual manner. At A> prompt type name of game. Program 
void load and run. 

AMIGA: Insert disc in Drive A. Program Wilt toad and run. 

A TARI 57 ; Insert disc in Drive A. Program Wilt toad and run. 

COMMODORE 64/128 - DISC: Type LOAD"*",8,1 and ENTER. Program Wilt toad and run. 


Controls 

UP ★ jump up 
DOWN ★ crouch 

LEFT/RIGHT ★ turn left (and then Walk left/right) 

FIRE ★ hurl current Weapon or kick/punch 

FIRE and UP/FIRE and DOWN ★ leap between the ground and higher platforms 
SPACEBAR ★ activates Ninja Magic 
P ★ pause 

C ★ change colour of your player white in PAUSE mode (on C66 Version only) 

FOO, WHAT A SCORCHER! 

One hot summer's dog, everything begun to go Wrong. 

As the most fomous graduate of a secret oriental Ninja school, you had been invited back to the annual graduation 
ceremony and prize-giving. Having enthralled the junior classes at the assembly With your tales of international ninjing, you Were 
just about to move on to handing out prizes to the seniors when there Was a flash of Hark Ninja Magic and Bwah Foo made an 
unscheduled appearance. 

Few of the pupils realised Who Bwah Foo Was, but Within a ninja-second you had identified him and realised that this once 
illustrious graduate of the Ninja school had turned to the Hark Ways. Trans fired by Bwah Foo's Holding Magic, you were unable to 
move a muscle or even twitch a tendon as Bwah's henchmen led away the entire junior class. 

Then the evil Foo issued his personal challenge to you. With one mighty bound he somersaulted onto the speech-giving 
platform and thrust his face in front of yours. "Why if it's not Joe Musashi", he sneered, "Old Goody- Two Shurikens himself. Well, 
Well, Well." (Clearly the Quality of teaching on the Hark Side has slipped abominably, you thought to yourself, as Bwah Foo ranted 
on in clipped baddie-speak the like of Which Was normally reserved for second-rate pantomimes in seaside towns.) 

"...Well, Welt, Welt. It's gold I Want", Foo continued, "all the gold in the School's coffers. And if I don't get my gold by 
Wednesday evening I'll kill every last member of the Junior Class and THEN you'll be sorry." And With a maniac cackle and a flash 
of green Ninja Magic, he Was gone. 

FOO'H FOR THOUGHT 

It took a few hours for the Holding Magic to wear off clearly the magicians on the Hark Side Were much more skilled than 
the speechwriters. White you Were held in the clutches of Bwah Foo's magic, your finely-tuned Ninja mind began turning over. 
Obviously the dastardly fellow had taken the kidnapped children to his hideaway, and clearly he meant business. The school Was 
going to have to dip into its coffers and make With the gold or face the Wrath of some Very angry parents... 


But then you'd shared a tea-ceremony With the school principal and his favourite concubine just before the speechgiving - 
and hadn't the principal bemoaned the fact that the school Was nearly out of yoId? That's riyhtfAn appeal for funds Was about to be 
launched to the Old Boys and if past yraduates didn't couyh up, then the school Would almost certainly have to close. Or at the 
very least merye iynominiousty with the Samurai School at the other end of the island, "and you can imayine how the parents Would 
tike that", the principal had siyhed. 

"Oh Well" you siyh, "there's only one thiny for it", you thought as the Holdiny Magic began to Wear off, "It looks tike it's up 
to me to yet those children back". 

FOO'B FIGHT 

Now Wednesday evening is drawing close, and with it the deadline set by Bwah Foe for the delivery of the ransom, you have 
found his hideout, and it's time to put those ninja skills to good use on the side of truth, beauty and justice. 

In order to reach Bwah Foo’s fair you must fight your Way through five missions. Each mission is divided into three or four 
stages, packed with hiyhly -mobile henchpersons, a handful of the kidnapped Ninja children and one of Bwah’s big bosses Who must 
be defeated before you can pass onto the nert mission. 

The rescue has to be achieved before Bwah Foo's deadline erpires, so there's a time limit in which a section has to be 
completed. All the children found in a mission have to be rescued before you can confront the boss at the end of each mission. Just 
walk past the kids and your Ninja Magic causes them to be beamed back to Mummy and Baddy. Then you must defeat the boss in a 
fight to the death and you can move to the nert mission, With time left on the clock converted to useful points. 

Saving Ninja children earns the eternal gratitude of the parents, but more importantly also confers points. Rescue several 
sprogs, and you earn a power up Weapon that is more deadly than the shuriken. Use these Weapons Well and remember that When the 
going gets really tough you can call on the power of the Ninja Magic once per level - use it Wisely / 

DEUTSCH: LadeanWeisung 

IBM PC: Das System Wie geWohntich starten. U/enn A> erscheint, den Namen des Spieles 
eingeben. Das Programm ladt sich und (duft. 

AMIGA: Diskette ins Laufuierk A einfiihren. Das Programm ladt sich und Iduft. 

ATARI ST: Diskette ins Laufuierk A einfiihren. Das Programm ladt sich und Iduft. 

COMMODORE64/128 - DISKETTE: LOAD"*",8,1 eintippen undauf ENTERdrucken. Das 
Programm ladt sich und Iduft. 


STEURUNG 

AUPit nach oben springen 
AB ie hocken 

LINKS/RECHTS ie nach tinks/rechts drehen (und dann nach (inks/rechts gehen) 
FEUER und AUF/FEUER und AB ★ zufischen Boden und hdheren Platformen spr ingen 
LEERTASTE ★ aktiviert Ninja-Magie 
P ★ Spie I pa use 

C ★ uiechselt im Pausemodus die Farbe ihres Spielers (nur auf C6h) 


1TAL1AN0: tstruzioni Di Caricamento 

IBM PC: Iniziatizza it tuo sistema come at sotito. Quango appare A>, digita it no me det 
gioco. It programma si carica e gira da soto. 

AMIGA: laserisci it dischetto net Drive A. It programma si carica e gira da soto. 

ATARI ST: Inserisci it dischetto net Drive A. It programma si carica e gira da soto. 

COMMODORE 66/128 - DISCO: Batti LOAD"* ", 8, lepremi INt/IO (ENTER). It programma 
si carica e gira da soto. 


CONTROLLI 

SU ★ Satta su 
GIU ★ Accoscia 

SINISTRA/DESTRA ★ Votta a sinistra/destra (epoi si aVVia a sinistra/destra) 

FUOCO ★ Lancia arma corrente o caicia/tira pugni 

FUOCO E SU/FUOCO E GIU ★ Satta da terra a piattaforme piu in atto. 

BARRA SPAZIATRICE ★ AttiVa ta Magia Ninja 
P ★ per fare ta pause 

C ★ per cambiare it cotore det tuo giacatore guando sei in Pausa (soto su Versione COL) 
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